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IN THE CLAIMS 

1 . (Currently Amended) A game machine [[which]] that is provided with [[a]] an 
electrically rewrittable nonvolatile memory having two or [[three]] more game data 
backup areas , said game machine being capable of writing in an o l octrically rowritablo 
stor i ng aroa and writos game data [[in]] into said backup areas, comprising: 

an aroa so l octing moans for proforont i a ll v a backup memory area selector for 
selecting, as a write-obiective backup area for storing last game data whon l ast gamo 
data i s to bo wr i tton , a backup area ctorod w i th containing previously stored game data 
having an o l dor of oldest writing [[time]] age among [[the]] said two or [[three]] more 
backup areas as a wr i t e- objoctiv e backup ar e a of th e l ast gam e data ; 

a wr i ting moans for oxocuting a memory controller for writing [[of]] the last game 
data to [[said]] a backup area selected as said write-objective backup area [[selected]] 
by said area selector oo l octing moans ; 

a dotormin i ng moans processing mechanism for determining whether or not 
[[the]] a writing of the last game data [[could]] can be performed by said memory 
controller writ i ng m e an s; 

a ropoat i ng moans for selection repeater for repeating a selection of the write- 
obiective backup area , [[when]] if it is determined [[the]] that writing of the last game 
data [[could]] can not be performed by sa i d dotorm i n i ng moans, a so l oct i on of tho wr i to - 
objoct i vo backup aroa by said aroa so l octing moans as nocossary ; and 

a proh i b i ting moans writing prohibitor for prohibiting a writing to said write- 
obiective backup area [[when]] only when a backup area ctorod w i th containing game 
data wr i tton saved immediately before the last game data fina ll y becomes a soloctab l o 
state by said aroa so l oct i ng moans, a writ i ng to said writo - objoct i vo backup aroa 
selectable as a write-obiective backup area . 

2. (Currently Amended) A game machine according to claim 1 , wherein 
said writing m e ans wr i t e s processing mechanism records historical data for 

information used for determining relative age d i scr i m i nat i ng botwoon o l dnoss and 
nownoss of [[the]] generated game data i [[by]] boing i ncludod said historical information 

-22- 

909548 



YAMAGAMI - Appln. No. 10/712,312 



being included as part of said [[in the]] last game data, 

and said aroa co l octing moans selector selects, before writing the last game data, 
a backup area stored with game data written earlier than the last game data as the 
write-objective backup area based on tho basic of tho said historical data information . 

3. (Currently Amended) A game machine according to claim 1 , wherein 

said prohibiting moans writing prohibitor includes a forcod l y torm i nating moans 
writing process terminator for forcedly terminating a writing process of the last game 
data when only the backup area stored with the game data written immediately before 
the last game data f i nally becomes [[a]] selectable [[state]] by said area co l octing moans 
selector as the write-objective backup area. 

4. (Currently Amended) A game machine according to claim 1 , further comprising 
a message d i sp l aying displavor [[means]] for displaying a predetermined alarm 
message when the writing is prohibited by said prohibiting means. 

5. (Currently Amended) A game data backup control program by which th e 
method wherein game data is written [[in]] into two or [[three]] more backup areas in an 
electrically rewritable stor i ng storage area of a nonvolatile memory connected to a game 
machine, tho program makos a computor of sa i d the game machine oxocuto fol l ow i ng 
stees-of including a CPU, comprising steps performed bv said game machine CPU of : 

an aroa so l oct i ng stop for proforont i a ll y selecting, when last game data is to be 
writton stored , a backup area stored with game data having an older writing time among 
two or [[three]] more backup areas as a write-objective backup area of th e for said last 
game data; 

a writing stop for oxocut i ng a writing of tho said last game data to said write- 
objective backup area selected by said area selecting step; 

a dotorm i n i ng stop for determining whether or not the writing of the last game 
data could be performed by said writing step; 

a ropoating stop for repeating, when it is determined the writing of the last game 
data could not be performed by said determining step, a selection of the writing object 
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backup area by said aroa solocting means as necessary; and 

a prohib i t i ng ctop for prohibiting a writing to said write-obiective backup area , 
when only a backup area stored with game data written immediately before the last 
game data f i na ll y bocomos a isselectable [[state]] by said area selecting step , a writ i ng 
to sa i d writo - objoctivo backup aroa . 

6. (Currently Amended) A game data backup control program method according 
to claim 5, wherein 

said writing step writes includes writing historical data for discriminating between 
relative age oldnoss and nownoss of [[the]] previously stored game data , said historical 
data being by boing included in [[the]] said last game data[[,]]. 

sa i d area s el ect i ng stop so le cts. befor e wr i t i ng tho last gam e data, a backu p-area 
otorod with gamo data wr i tton oar li or than tho l ast gamo data as tho wr i to - ob ieetive 
backup aroa on tho bas i c of tho h i stor i ca l d afeb 

7. (Currently Amended) A game data backup control method according to claim 
5. wherein said [[area]] selecting step solocts includes , before writing the last game 
data, selecting a backup area stored with game data written earlier than the last game 
data as the write-objective backup area on the basis of the historical data. 

[[7]]8. (Currently Amended) A game data backup control program method 
according to claim 5, wherein 

said prohibiting step includes a forcod l y torminat i ng stop for forcedly terminating a 
writing process of the last game data when only the backup area stored with the game 
data written immediately before the last game data finally becomes tho co l octab l o state 
selected as the write-objective backup area by said area selecting step. 

[[8]]9. (Currently Amended) A game data backup control program method 
according to claim 5, further comprising: a moocago d i splaying stop for displaying a 
predetermined alarm message when [[the]] said writing step is prohibited by said 
prohibiting step. 
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r[91110. (Currently Amended) A game data backup control method by wh i ch for 
controlling whether last game data is written i n two or throo moro into backup areas in 
an electrically rewritable ctor i ng storage area of a nonvolatile memory connected to a 
game machine, comprising fo l low i ng steps of: 

(a) select^ as a write-objective backup aroa A a backup area wh i ch ctoros in 
said non-volatile memory that contains an oldest written game data hav i ng an o l dor 
wr i ting timo and te-which is available for storing said last game data i o writab l o.i and 

(b) cancoling, canceling writing of said last game data when [[a]] writing into said 
selected write-objective backup area is not executable and only a backup area storod 
with containing game data stored immediately before the last game data was generated 
is available for selecting i s so l octab le as a write-objective backup area, tho l ast gam e 
data so as to leave intact the-game data that was writton stored immediately before 
generating the last game data. 

Please add the following new claim: 

1 1 . (New) In a game machine having a nonvolatile memory, said memory 
including a plurality of electrically rewritable game data backup storage areas, a method 
of backing up game data, comprising: 

(a) generating last game data corresponding to a last game played; 

(b) designating one of said game data backup storage areas that contains older 
written game data relative to game data written in other backup storage areas as a 
write-objective target for storing said last game data; and 

(c) canceling writing of said last game data into said backup storage area if 
writing to said backup storage area designated in (b) can not be performed and the only 
backup storage area that is available for designating in step (b) is a backup storage 
area that contains game data that was stored immediately prior to generating said last 
game data. 
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